On Cultural Polymathy:
How Visual Thinking, Culture, and Community Create a Platform for Progress Whitney A. Dail Within the last decade, the commingling of art and science has reached a critical mass.
Science has long infused the arts with curiosity for natural phenomena and human behavior. New models for producing knowledge have given rise to interaction and collaboration across the globe, along with a renewed Renaissance. In "The Art of Innovation: Polymaths and Universality of the Creative Process," MacArthur Fellow Robert Root-Bernstein (2003) writes:
"To invent and to create requires an understanding that incorporates all that is known sensually and abstractly, subjectively and objectively, imaginatively and concretely. And because of their wide disciplinary training in the imaginative skills, handicrafts and expressive languages, only polymaths will have the tools necessary to do so" (p. 276).
Consequently, the idea of training in multiple fields (i.e. art, design, science, technology, engineering, mathematics) is gaining traction in mainstream circles by promising versatility.
According to Root-Bernstein, "multiply talented" or polymathic individuals like Leonardo da Vinci are likely great innovators because they explore a range of possibilities across several domains of knowledge. Today, we are approaching the ideal as media, visual thinking, and STEAM incubators are producing cultural polymathy.
Not everyone can be a Leonardo, but in a world of excess media and communication the STEAM movement can access and produce new polymaths across the board. Media-graphic design, advertising, photography, television, film, smartphone apps, videogames, the Internet, and digital interfaces-is instrumental in disseminating ideas and feeding culture. (Popova, n.d.) . Brain Pickings is updated with entries three times daily and has an astounding two million monthly readership (Lichtman, 2012) . In a similar vein, Balmond Studio's Thinking in Practice (TiP) is a bi-monthly online publication "exploring new thinking and theory" that introduces big-picture ideas, and in every issue features nine interesting projects through images ("About," n.d.) . In and outside of their networks, Brain Pickings and TiP demonstrate that investigating multitudes can satisfy and inspire the mind's curiosity to learn with a macro-photographic lens.
That we rely heavily on images to relate meaningful content is no surprise. However, Nicholas Mirzoeff (1999) , a professor of media, culture, and communication at New York University, states, "visual culture does not depend on pictures themselves but the modern tendency to picture or visualize experience" (p. 5). Therefore, visualizing is the act of imagining possibilities and conveying information in creative and intuitive ways. Visual experience commands the way we understand complex ideas and, in turn, facilitates thinking in images.
In his book Visual Thinking, gestalt psychologist Rudolf Arnheim (1904 Arnheim ( -2007 was influential in exploring the link between thinking and perceiving. Our assumption that "intuition and intellect" are opposites is incorrect because, as Arnheim (2004) states, "both art and science are bent on the understanding of forces that shape existence" (p. 300). His theory is that vision and knowledge are fused in cognition, and thought takes place in the realm of the senses. For example, the mind gathers and processes information through images, but what we see and perceive depends on personal experience and interpretation or contextualization. Arnheim (2004) says, "to see the object means to tell its own properties from those imposed upon it by its setting and by the observer" (p. 54). Media imbues our brain and senses with aptitude for both visual experience and visual thinking -whether we are aware of it or not. Together, art (intuition) and science (intellect) can create an experience that is more powerful than their own autonomous endeavors. These places lead the way by providing a setting for social gathering; their "non- 'a people-oriented' technology" (Hayward, 1990, p. 27) . EAT pursued these goals by forging partnerships with companies in aeronautics and space technology, which allowed artists to contribute to research (Bijvoet, 1997) . EAT broke new ground and inspired further experimentation across the intersection of art, science, and technology, which we recognize today.
This nexus has undoubtedly encouraged academics, practitioners, and enthusiasts to look perceptions by focusing on social engagements and cultural activities" (Dail, 2012. p. 3 
